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Deep Spring, 1261, by 
the reckoning of the 
Sages of AAinorad. 


Jared. and his teacher, Kristina, 


have journeyed into the heart ) 
of the White Woods of Casindral... 5 li 
ys woods Jegendary for 
i their Deauty-- al for 
their Satent power 


KW a F 
LOOKS LIKE YOU oe ‘ & 
AND THAT S/LVER lin’ y 
A BIRCH HAVE BEEN 
GETTING ALONG 
<\, SWIMMINGLY, 
SHADOW MAGE. 4 


\/ mies § 


7 WHERE'VE 
YOu BEEN > 
ITS BEEN 


JUST CHECKING 
ON THINGS-- £ 
HAVEN'T BEEN TO 
THIS PART OF THE 
FOREST IN, um... 
FIFTY-S1K YEARS! ys 


ITS AWFULLY 
QUIET AROUND 
HERE, BUT I VIP 
FIND A FRIENP 1 
WANT YOU TO MEET. 


a>. wo 


A FRIEND? 

BUT I'M HALF- 

BURIED IN 
MUCK! 4 


- 


4 
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OH, I DON’T 
THINK A LITTLE 
MUCK \& GONNA 
BE A PROBLEM / 


if: 
fg 


YOU'RE HURTING ITS 
FEELINGS, JARED-- 


--AS I RECALL, YOU 
DION’T EXACTLY SMELL 
LIKE A ROSE WHEN 
WE FIRST MET, EITHER: 


COMMUNING WITH 
NATLIRE--NOW YOU f : 
MUST LEARN i) WHEN YOU BOND 
HOW 1O BOND! WITH A CREATURE, 
mw IT BECOMES EASIER 
TO CALL FOR 16 HELP 
WHEN YOU GET INTO 
TROUBLE-- 


--THOT'S CALLEV 
SUMMONING. 


I FlouReE, 
THERE ARE 
THREE 
STEPS TO 
BONDING: 


YOU HAVE a 
POINT... BUT 
WHAT'S IT 


wate a. FIRST, YOU 


HAVE TO FIND 4 
COMMON 

OROUNP WITH 
THE CREATURE,,, 


THEN, YOU'VE 4 
GOT 10 LISTEN HARD, 
FIND OUT WHAT IT ONLY THE, 
NEEDS, AND GVVE To “ CAN SOMETHING 
IT WITHOUT EXPECTING AS POWERFUL 
ANYTHING BACK AN? MAGICAL 
AS A BOND BE 
vO XE e MANA ASKED IN RETURN. 
GOT TO Stop i set : é Se 
SUMMON ING a 
YOUR PADS 3 EEN 
MONSTERS IN ie . LIANA-- LIANA OF T ONLY Pere Hee 4 
MAGIC DLIELS, MINORAD. SHE SAVED SHORT TIME. AN? WE 
JARE?-- 6 : MY LIFE, MORE THAN FOUGHT ALOT BLT 
eS ONCE...1 PREAM aBouT J WE SEEMED TO, SORT 
--\7S UNFAIR TO —\ / = HER AT NIGHT, SOMETIMES Aa, OF JUST...FIT TOGETHER, 
THE POOR, SURPRISED . : : 
CREATURE, AND IT'S nL : 
NOT SOMETHING YOU'VE 
EARNEP YOURSELF! 


nen ie aaa 


FELT CLOSE TO 
SOMEONE... AS \F_ fh 
h YOU WERE LINKED 
TO THAT PERSON 
. SOMEHOW 7 


drips from Mari cardise claws. Mewling packs of Wyrm crea- 
nd valent in fea into the Umbra. She smiles, and steps 
eoeres intoa 


“GAME STH 


tiademiack of the Upperdeck Coinpany. All nights reserved. 


YOU MUST 
( Miss L/AWA A 
GREAT DEAL. 


I FEEL THE Same 
WAY ABOUT AN OL? 
FRIEND NAMED SANPRUU 
wAND? ABOUT TayeiR, THAT 
WISE MAN T KEEP 
BABBLING ABOUT 


BUT THAT 
} WAS WITH A 
WHAT YOU Just 
DESCRIBED IS 
ABOUT AS CLOSE 


: <\ 


JUST RELAX, 
BREATHE DEEPLY... 
TOUCH IT... 
AND LISTEN AS 
\ CAREFULLY AS 
yOu CAN. A 


WONPERFUL, 
JaRrep! 


OH, THERES Git 
SOMETHING L 


Y uA! iTS N 
{ SINGING 


4 re : 
TAKES A LOT \e 
TO MAKE A i 
SPITTING 


EMERALD 
DRAGONFLIES-- = : s 
SWARMING f Z nl a ie mire THIS MUST 
TOGETHER! : / “et BE THE FIRST 
a cy / 3 : Goo ™ al VOLLEY INA 

\ | : : Za : MAGIC OUEL! 


BEAR THE 
SIGNATURE | 

OF THE g 
CALTHYW 


LE ad 
WANT.1 THEY'RE 
A TURNING RIGHT § 


Dm FORUS! 
7 b 


letene 
On, Sy, 


B 2 
ot 5 
Tm) 


"IE WE WERE THE CALTHYNS Rs WEY 7 7 
TARGET, WE WOLILD HAVE BEEN RNS \ ANN eee Be 

STRUCK ALREAVY, JARED. FQ GON \ iV y4 

“ 2 ol \ \ i t s jf ‘ 

; ee ’ Saye 


“wn ANY, GO A 

THEY CAN STRIKE 
THE TRUE 

ENEMY OF THE 
CALTHYN-- 


HES EXARCH 
AMADIS, 

LEADER OF THE 
KIERYN, 


“WE'D BETTER MOVE, 
f E'S DRAWING A WHOLE “THAT, JARED, 
S] 2OT OF MANA FROM WAS A WINTER 
THE FOREST! acer” 


7 THIS BATTLE 16 
HOWOR-BOUN _ 
z=} BETWEEN Wo TRIBES 


--INTERFERING WOLD =f 
= OFFEND THEM BOTH LA 
~~ ‘ 


A TS 


— 


KRISTINA.,, 
I DOW'T THINK 
THE KIERYN ARE J 
POE! 


a WW 


. . a e oe ye 
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“HORNET COBRAS, 


S: 
RMa 
Nae 
a 
SE 
ot 
Bas 
v2 
&3 
rat 
SY 


AFTER ALL THAT 
PUNISHMENT, 
THE CALTHYN HAVE 


WE SHOULD 
SIDE WITH THE 
WINNER, AN? 
MAKE FOR THE 

CALTHYN 
COMMANV POST L\ 


JARED! THERE- 
WATCHING FROM 
L THE SHADOWS / 


LEAVES AROUND IT 
ARE TURMIMG...THE 


TREES IT TOUCHES ff 


ARE DPY/INGS/ 
h, P 


To BE SAID FoR 
BRAWN, SHAPOW 


MAMMOTHS 
SURE LOOK 
BRAWNY/ 


BUT THERES “@ 
ALSO SONETHING 
1O ADMIRE |N THE 
KIERYNS BRAINY 
STRATEGY. 


{ LOOK AT YOU-- 
DARK WEMWER.. CHAOS WRAPS 
AT LAST, MY QUARRY | ITSELF AROUND 
16 FOUN? YOU LIKE A 
: ne, SAROUP. 


WITH THIS 

ARROW, I 

REGAIN MY 
HONOR -- ANV 
PUT 10 PEATH 
THE SOLE HEIR 
10 KAVIPEL'S 


LOOKS LIKE 
AMAVIS 16 
WRAFFING 
THINGS UP... 


if... HES 
BROUGHT THE 
LAMP \TEELF 
TO LIFE-- Ve 


--EMCHANTEP 
IT, 60 IT 
RESPONDS 12) 
HIS EVERY 
COMMANBP., 


AND FORGED 
if A HIDDEN PATH, 
50 THESE LIVING 
h BUSHES CAN ROUT 
THE CALTHYN 


60 AMADIS \ 
TOOK THREE 
DIFFERENT SPELLS, 
WITH THREE 
DIFFERENT POWERS, ff 
ANY COMBINEP 
THEM TO BEAT 
HI6 ENEMIES. 


FOR GOOP. 


Sy AND HE PIP IT 
D» = WITHOUT KILLING 
A SINGLE CALTHYN 


I'M GLAD YOU'VE 
LEARNED SOMETHING, 
JAREP, BUT EVEN IN THE 
MO6T BLOODLESS OF 


SES Le 
in THERE 1S : 
ALWAYS A x 


PRICE IN RE- \ 
SORTING TO Ai \ 
VIOLENCE. F* 


"FIRE SPRITES HAVE BURNED 
THE TREES... BEAUTIFUL 
: CREATURES LIE Bear OR PYING-- 


ATUL BE MONTHS, ff 
MAYBE YEARS, BEFORE fe 
PATHIS PART OF THE WHITE § 
WO0?S 15 MEALED. 


“BEFORE YOu 1 AGT A SPELL 
IN ANGER, SHAVOW MAGE, 
REMEMBES THE CRAW WLEMS 
STRANGLEP CRY... REMEMBER 
THE SCORCHEP BARK OF 

(HE NOBLE SILVER ae . 


ONLY KRISTINA : eve 
OF THE WOOvS : , a Ve 2 mee] COOV CARE OF 
COULV BRING SUCH a | : YOURSELF .”_ Gg 


--JOIN THE KIERYN 

IN THEIR HOUR OF 

TRIUMPH. BRING 
YOUR YOUNG 


IT'S BEEN Too > 
LOWG, KRISTINA-- mY YOU, MY PEAR, 
ANP L FEAR YOU'VE ARE THE MOST 
COME BACKIOUS “ PLégs/NG 
LA DURING TROUBLED £3) THING TO HAVE 
. TIMES, PA ENERGED FKOM 
THE UNPER- 
BRUSH \N <— 
. MONTHS! 4 


Sy 
justas  § 
PLEASING 
1S YOUR 
HANDSOME 


iL 


YY NAME'S 
» SARE BUT IM 
f NO BARD-- JUST A 
| WAYEARER | 3 
VISITING Your #F 
woors, 4 


y KRISTINA TELLS 
ME THE CALTHYN Y 
ARE LIKE BROTHERS 
TO YOU--WHY WERE YOU 
FIGHTING ELL 


"WE LEARNE? OF 


AND KNEW THE S/GA/S 
OF OUR EMEMIES. 


“oWNHILE WE 
THRIVE ON £/FE, 
CREATION ON? 
GROWTH, 


RUNS It 
FOR T 


g3 
3 
& 
o 
oo 
= 
4 
‘s 
6 
= 
= 
2 
= 
ce 
= 
3 
2 
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Agclaim Comika, In: 


lad 


ee SY CRBEINGS LIKE YOUR 
So] GREAT SPIRIT ARE 
S| THE LAND--THEY ONLY 
SHOW UP WHEN 
SUMMONED BY 


OR TO . 
: MAKE THEI 
WELL SUIMG, WS 
FAIR RENALT, Yi 


ME THAT YOU PEOPLE 
HAVE BEEN FIGHTING 
OVER WHO'S GOT THE 
RIGHT TO 7ALK TO 
THIS THING-- 


JUST WALKING 
UP TO IT AND 
ASKING \T WHAT IT 
WANTS ? HALF THE 
FOREST \$ 


KRISTINA, 
SIMPLE AN? 
PURE 


VEUAL, 


are CLEARLY,WE ¥& 
SHE SPEAK | be ee 
ma + YOU, KRISTINA 
BA MIST GO To THe 
GREAT SPIRIT, 


WHEN You 
a PUT IT THAT 2 
UNESS-- I ame. , as WAY,..HOW CAN 
Ber Grane uP % 7 easy) Kf Reset? GY A 


‘ WELL AGAINST 


b 


\ 


KRISTINA! YOU 
HEAR? RENALT-- 
THE CREATURE MAY 
KNOW SOMETHING 
MORE ABOUT 
RAVIVEL. 


BESIDES, 
WOULDN'T IT BE 
MW AMAZING FOR 
WM VE TO BOM? WITH 
\ THIS GREAT 
mm SPIRIT? 


IF EXARCH AMADIS 
feed AAP EXARCH FINOVAR 
ey OF THE HYN JOIN LIS... 

ey Sam QO 


i Yani a ; \es: 
AR aS | nl€ OME OF US 
Why GEIS SQUISHED, 
S| Ls, THEN WE ALL GET 


na 


me ie a USHER.” 
STRANGE YO) JN Le 
SHOULD TAKE YOUR Talis . 
ny wa: 
\\ J 
PSE : 


BARP ON THIS Ds 
MISSION, KRISTINA-- EE 


TRUST ME, 
2.4 ANAVIS-- JARED 
Sd CAN MORE THAN 
TAKE CARE OF : 
HIMSELF, \ 
is ‘ont L505 NUR 4 
'ELITIS&A-- \F THEY'R! 4 Err... a 
PALE ANP BEAUTIFUL, KRISTINA, ¥ 
THEY'RE GOOP FOR NO- JARED-- WHY ff 
THING BLT SINGING DON'T YOU TRY 
oS IT FIRST.” 


iy 

f 1HE WIND DOESN'T 

f BLOW/ YOUR ENTIRE 
PEOPLE INTO THE 


I OCEAA/ FROM LIP IN 
Y THESE BRANCHES. , , & 
SS ALL we'? 
Y NEEV TO 20 16 
Fa SPREAD OUR 


m\ WIMGS, DEAR 
“\ FINOVAR. 


SS 
NZ 
=s 

o8 


THE GREAT 
SPIRIT HAS BEEN 


SIGHTED 70 THE 


NORTH-- 


IT'LL WORK ON 
SOMETHING $0 
Db» 8/6 


CRESCENT @% 
OF THE DARK. 
MARE OF THE 


BIDDEST THOLI, 
TURNING 
WHEEL ? 


WELL, GREAT 
7 SPIRIT. WHATS 
my THE (PEA, YOUR 
SMASHING UP THE ff 
—\ FOREST THIS 


NOT ONE OF 
KRISTINAS MOST 

CULTUREC 
CONSORTS, 16 HE? 


WHY WOULD 
A VERITABLE 
GOP UTTER A 
SINGLE worD 


NATURAL BORN ¥ 
MERO-- 0 Tce | 


MOONECAR... FAR 
TO THE WORTH... A 
RAVAGCER YET LIVES. 


WOUNPEP... 
STARVEP FOR 
POWER...HE CEURPS 
MY LIFE'S ESGENCE... 
BY BLIGHTING THE 
LANYS OF ANOTHER... ¥ 
LIKE THYSELF. 


SHE FLEES... 1O 
THE TOP OF THE 
WORLP... BUT HE 
COVETS HER GEMS... § 77 
PPHIRE, RUBY af 
AND Jet... 


«WITH THEM, HE 
CAN HEAL HIM6ELF.., 
ANY PESTROY 
THE WORLP. 


THE GEMS-- 
MRED, BLUE AND 


RAVIPEL —& 
($6 ALIWE-- © 
AND HES METER 
LIANA ? 


TARED, GREAT SPIRIT 
TRY TO CALM J) ( \ “4 AGAINST MEDPLING IN WHERE |S L/ANQ 
OWN-- Bey THE Arrairs OF MEN HEADED, RIGHT 
HAS BOUMP US 
FROM DESTROVING 
} RAVIPEL. 


THIS 
Y WIZARPLING \6 Nit 
BOUND BY No 6uCH 
PROMISE, HE MUST 
Be THE KEY TO 
_ OUR FLITURE, 


S] 


STOP 
THE BLIGHT... 
OR THE 
SOUL OF 
POMMMARIA. . 


NOT BAP FOR 
A LITTLE “BARD,” 
BH, AMAVIS 7 


CORRE 


PLANES VUALK 
L5 70 MINORAP-- IX 


ip 2 
, r LIANA'S FIGHTING ‘i 
FOR HER L/FE-- AND 
I'LL GET TO MINORAP 
IF T HAVE TO FLY 
A THOUSANC 


i 


““MINORAB, JOREP —| | 
SSE] LIANA 15 GOING HOME be i ONLY A MATTER OF 
S| TO MINORAP’ TIME BEFORE YOU 
= : : al DID IT, TOO! 


Wayferer 


The flow of mail concerning the 
Wayfarer prequel series, Magic: The 
Gathering—The Shadow Mage, 
continues unabated! Let's get right to it 
before we take you on a tour of 
Corondor, and wrap up with Shawn 
Carnes’ latest Seer Analysis. Next month 
in these pages, we'll start running your 
questions, comments and criticisms of 
Jared’s current adventures. 


The Shadow Mage is great! The pic- 
tures and plot are better than ANY 
other comic I’ve read, and | must 
have read each Seer Analysis a thou- 
sand times! 

Speaking of the Seer Analysis, there 
is one thing it didn’t mention that 
| would like to. In The Shadow Mage 
#4, the dagger Ravidel threw at Jared 
was the same one Adam used to 
murder Gwendolyn, for those of you 
who never caught on. 

There are also some things | would 
like cleared up: 

1. Was Ravidel tapping from a dif- 
ferent source when he cast 
Disenchant on Adam Carthalion’s 
Earthbind in issue #1? Although he 
cast the Sink Hole so Carthalion 
couldn’t tap white, Ravidel was able 
to use a white spell. 

2. When Jared and Ezer were 
thrown from the House Scarlet in The 
Shadow Mage #1, what was the spell 
the vizier cast on Jared and Ezer? 

3. Could you put in a Psychic 
Venom? Ever since | won a duel with 
it, it has been one of my favorite 
cards. Also, | would like to see more 
artifacts used. 

Well, thanks for bringing Magic 
cards to life in the best comic mini- 
series ever. Now | only expect the 
action to get hotter, 

Tim Bocek 
Seattle, WA 


We always get a kick out of letters that 


stow us how closely you people are read- 


ing our books, Tim. Yes, the dagger Ravidel 


was using to pick his fingernails was indeed 
the same weapon Lord Carthalion used to 
sacrifice his wife in his mad quest for 
power. Jeff Gomez tells us that Jared is still 
in possession of the dagger.To answer your 
other questions: 7 

|. Just like in the Magic: The Gathering 
card game, Ravidel is always capable of 
tapping his own lands (sometimes at great 
distances) in order to cast his spells. Hence, 
Ravidel was able to cast a white spell (tap- 
ping some faraway planes), even though 
Adam’s were destroyed. 

2. The nasty “shove” cast by the vizier 
was a cantrip that currently exists in Magic: 
The Gathering cards. You'll notice minor 
spells like these throughout Armada’s 
Magic comics. The continuity experts at 
Wizards of the Coast call this “dirty 
magic,’ since spellcasters don’t need to tap 
pure mana in order to pull off spells of 
smaller scale. Jared’s minor Plurricane 
last. issue, and Kristina’s miniature 
Typhoon this issue are examples of 
“dirty magic.” e 
_ 3.Psychic Venom..hmmm. By the way, 
you want artifacts? Check out our sister 
series, ities War on the World 
of Magic: The Gathering. It's full of ‘em! 


A point | would like to have 


explained is a possible connection 
_ from Shadow Mage to Ice Age 


on the World of Magic: The Gath- 
ering. In Ice Age #3, Kristina of the 
Woods resurrects Ravidel after the 
death of his friend, Rhuell, a dragon 
machine. Are Kristina of the Woods 
and Lady Verdenth the same? 
Also, in #3 of the Shadow Mage 
series, is the dragon’s carcass he flies 
in Rhuell? 

On one final note, | wish you would 


“put more rare cards into the comics 


instead of tokens. For Shawn Carnes 

| have a cool combo: putting a 

Conversion with a Raiding Party sac- 

rificing any orc would eliminate all of 
the mountains and plains. 

Gabriel Gantt 

Williamsburg, KY 


rk, N.Y. 10001 


Sorry, Gabe, Kristina and the Lady 
Verdenth may have known each other, 
but they are not one and the same. The 
Lady was a fair mage who ruled the 
Forest Krysalthus, and represented it 
with a House in the City-State of 
Arathoxia. She helped Jared survive 
Ravidel’s wolves in The Shadow 
Mage #1, and was killed by the villain 
in a spectacular duel in #3. Kristina, on 
the other hand, is a full fledged 
planeswalker, thousands of years older, 
and much more powerful than the Lady. 
Why she has chosen to wait so long to 
act, when a creep as nasty as Ravidel 
has been marauding about, is a shock- 
ing mystery which will soon be revealed. 

The grisly answer to your second 
question is yes, that is Rhuell’s carcass 
Ravidel has been flying around in. Rhuell 
the Chromium Dragon was an ally of 
the planeswalker Faralyn. Ravidel took 
care of Rhuell until the dragon was slain 
in a very fateful double-cross. (Again, 
check out lee Age #3), Who exactly 
turned Rhuell into a War Barge, and 
turned the white mage Ravidel into the 
black-blue Battlemage he is today is 
also a mystery. Any guesses? 

Special note, All this continuity making 
you crazy? Well, you don’t need to know 
it all to enjoy Wayfarer just the way it 
is, but it can help! All of our comics fit 
into the same continuity, and take place 
somewhere within the vast history of 
Dominia. (Jared’s adventures, incidental- 
ly, take place in the “present” or current 
continuity of Magic: The Gathering.) A 
special section in our Momelands 
prestige format comic, coming this 
October, will be devoted to putting all 
the comics in one continuous time line. 
A signed Magic comic to the first read- 
er who can correctly beat Homelands 
to the punch. 


| have collected all of your comics 
and | must say they are excellent! 
Does Jared’s birthmark coincide with 
the Legend symbol for the Dark? If it 
does, he will be able to access some 


nasty spells, once he learns his (and 
his parents’) mysterious past! 

Again, you've done a great job on 
the comics, and | hope to see an ani- 
mated or live action movie. 

Stephen Anderson 
Parkersburg, WV 


Many of you have written in with the- 
ories about what the little crescent 
moon-shaped mark on Jared’s cheek 
symbolizes. Stephen here hits close to 
home. Others have been pointing to 
John Tynes’ short story “The Feast of 
Kjeld” in Duelist magazine, as well as its 
sequel of sorts in the pivotal Ice Age 
#3.All we can say for now is, the wheel 
continues to turn... 


| am writing to tell you how much | 
like your comics (both Ice Age and 
Shadow Mage). 

Also, since you asked for suggestions 
on how to improve your comics, | am 
suggesting that the card included in the 
issue would help sales if it were a spell 
used in that issue. 

This would be doubly true if the card 
was a Black Lotus or the Moxes. (Hint!) 

Mike Gilmore 
Dixon, MO 


Another vote for better cards! 
Well...while were not going to give you 
Moxes or Black Lotus cards 
(although they still exist in the universe 
of Dominaria, Wizards of the Coast dis- 
continued these cards because they 
tended to throw off game balance), we 
will be inserting much more appropriate 
cards when we do put cards into the 
books. Check out Magie: The 
Gathering--Homelands for one of 


three rare ones! 


What is the deal with putting out 
three new Magic titles (Antiquities, 
Nightmare and Wayfarer)? You see, | 
can barely afford all the comics out 
now on my allowance of $1.25 a 
week, Maybe someday I'll play you in 
a game of Magic (no ante). 

Chris Cowles 
Catonsville, MD 


Chris, the three new titles are not addi- 
tional comics—theyre replacements for 
the now ended Ice Age, Fallen 
and Shadow Mage! Armada Line Editor 
Jeff Gomez likes the idea of not dragging 
out our Magle epics for too long—five 
issues max.That way, you get a whole story 
that delivers a powerhouse ending in just 
few short months. Then, you get to choose 
whether youd like to see the characters 
again when they appear in another series, 
later on. Try pitching in a little more around 
the house, Chris...then ask for a raise! 


The action of 
place on the contine 
land masses on the 
tain chain called the $ 
and roughly divides it 
the west, Casindral 
The events in j 


Casindral to 


Once considered 


| banks of the Tenam 


times. An agricultur 
population, Ravidel’s ; 
trade a difficult matter. 
engine that drove 
When Arathoxia 
trade abruptly ha 
civilizations in wester 
ever since. 


is widely practice 
by the Kadesha, a “Vi 


| and is said to be in c 


will is enforced by < 
common Hamath Gu 
armored Urlan Guai 
selves. The Urlan G 
ernment by securing | 
Stars, named for the | 
lations representing 


| White Woods is on 
_ on the world of Domi 


from twenty to thirty 
of feet into the sky, mal 
terms of raw wood a 

its dense inner regi 
defend their new hom 


) to their best advantag 


Elvish society is built. 
includes aunts, unel 


The Kieryn and Calthyn 
have traditionally been alli 


that different branche 


| tion.The Kieryn and 
which runs through 1 


Hello once again, planeswalkers! My 
name is Shawn F. Carnes, and I’m one 
of the rules wizards for the Magic: The 
Gathering trading card game here at 
Wizards of the Coast. This time 
around, take a Magic-player’s eye view 


of Wayfarer #2, the continuing 
chronicles of Jared Carthalion as he 
explores the lands of Corondor and 
discovers the secrets of magic in 
order to become a planeswalker him- 
self. In this issue, he is exposed to the 
power of green magic as well as a 
couple of surprises. So, without fur- 
ther delay, onward to mayhem! 

Throughout the comic, Jared is con- 
sistently exposed to green magic in 
one form or another. Just what makes 
up green magic? In Magic: The 
Gathering, green is the color of 
nature. There are many creature 
cards which represent the abundance 
of life found in the universe of 
Dominia. Also, green creatures are by 
far the more powerful for the casting 
value. (It would “cost” you the same 
amount of mana to cast weaker 
creatures of other colors.) Kudos to 
this issue's art team for bringing us 
Kristina’s interpretation of bonding, as 
wonderfully illustrated by Jared’s 
interaction with the Spitting Slug. 

Green magic also has cards that can 
be best called “fast mana” cards; these 
cards can help develop sources of 
mana in a much faster fashion than 
the one-land-a-turn way. There are 
also green cards which manipulate 
land itself, giving them special powers 
or even turning land into creatures. 
These are just some of the attractive 
values to playing green magic. 

With respect to the awesome 
might of green creatures, Jared cer- 
tainly gets a first-hand look, doesn't 
hel As he is learning what green magic 
is all about, he and Kristina get to 
watch a battle between the two fac- 
tions of elves in the White Woods of 
Casindral. Both factions use crea- 
tures, but each side has its own strat- 
egy in their utilization. The Calthyn 
faction uses lots of creatures, both big 
and small, to try and win by sheer 
force. They first send waves of Killer 
Bees and Emerald Dragonflies to 


attack the Kieryn faction, followed up 
later by War Mammoths and 
Durkwood Boars. (We also saw an 
incredible Craw Wurmi/Fire Sprite 
combo, which was thwarted by a pair 
of Hornet Cobras.) The sheer num- 
ber of creatures could easily overrun 
an unprepared opponent; this is a 
potential strategy to consider when 
building a deck of your own. 

How can the Kieryn stop this 
onslaught? They take advantage of 
some of green's more subtle manipu- 
lations to turn the tide to their favor. 
First, they stop some of the Bees and 
Dragonflies by blocking the attack 
via a Carnivorous Plant, augmented 
with a well-placed Web spell. The 
Carnivorous Plant is a massive 4/5 
wall. Still, it can't normally block flying 
creatures. This is where ib comes 
in handy. Web is a creature enchant- 
ment which gives the creature 0/+2 
and the ability to block flying crea- 
tures. It's certainly a spell combination 
to consider when anticipating a 
lot of flying creatures from your 
opponent. By the way, in game terms 
it seems that more than one of each 
of the Bees and Dragonflies were 
played, because it takes Amadis’ firing 
a Winter Blast to finish them off. 
Also, forest lands must be plentifully 
available to both sides, as illustrated 
by the number of cards played by 
each side in certain rounds, and as 
illustrated by the fact that the Kieryn 
do little to stop the Calthyn, even 
after destroying some of the Calthyn’s 
land with an Ice Storm. 

Next, the Kieryn stop the Calthyn’s 
onslaught of the Mammoths and 
Boars with a Spore Cloud. This spell 
will prevent attacking and blocking 
creatures from dealing damage during 
the combat. As an added penalty, crea- 
tures affected by the Spore Cloud 
cannot untap during their next untap 
phase. In essence, they are shut down 
for an extra round. Typically, people 
will play this spell when their oppo- 
nent unleashes a horde of creatures 
against them...much like the Calthyn 
did against the Kieryn. Notice how the 
Kieryn didn't use any creatures to 
block the Mammoths and Boars? If 


they did, their creatures would have 
been affected by the Clouds as well. 
Here is yet another spell to consider 
for game play. 

The Kieryn finish things off by first 
casting Living Lands, thus turning all 
of the Forests into |/I creatures. 
Next, they cast Sylvan Paradise, 
turning all the creatures into green 
creatures, including (especially) the 
new I/I land creatures just created by 
the Living Lands spell. Remem-ber 
that even though the Forest produces 
green mana, it is not considered a 
green creature if it ever turns into one. 
The coup de grace of this spell combi- 
nation is H Path, giving all of 
the green creatures in play the ability 
to forestwalk. The forestwalk ability is 
one in which your creature cannot be 
blocked by another creature should 
your opponent control any Forests... 
and you had better believe that the 
Calthyn have Forests! This great spell 
combo sends the Calthyn running. 

One of the most impressive crea- 
tures green has is the Force of 
Nature: an 8/8 trampling creature. 
Indeed, this battle pales in comparison 
to the Force of Nature smashing 
about the White Woods. Interesting 
how Jared is learning: he uses Subdue 
(a spell used against him last issue) to 
halt the Force of Nature! 

Of course, the beast brings ominous 
tidings—a dark page in Jared's past is 
reopened: the Force of Nature 
reveals that Ravidel is indeed, still alive! 
The Shadow Mage’s arch-foe is seeking 
Liana's Moxes (remember those 
potent little artifacts, fair reader?) in 
order to help him heal and become 
stronger. Jared rushes off to Minorad 
to help Liana, while Kristina hesitates! 
It looks like showdown #2 might be in 
the works. 

One last thing—the D'Avenant 
Archer was back again! She tried to 
take out Jared, but she couldn't when 
the trees she was perched in came to 
life thanks to the Living Lands spell. 
Talk about bad timing...I bet the Archer 
will be hot on Jared's trail for many 
issues to come. 

Until next time, may the might of 
green magic be yours to manipulate. 
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